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3D Rendering Processor 



7 



Figure 1 



nj 

yi 

p. 

m 



# 



PofanDttb 

'3^ 



Got (X y) Vector | 



± ^1 



76 



Use (X, y) to Address 
Texture Memory 



Output m 



OctN+H 



Calculate Fl<N*H) 



Calculate F2(N*H) 



5^ 



OutimtSl 



Output S2 



*■ 

Get m. SI. and S2 



.6? 



Averaee SI and S2 with weiglU m 



Output Sc 



Scaling Unit 



91 



Interpolation Uni 



Get m and Sc 



Scale Sc with m 



Output Sf 4 ***^^^ 




93 



Scale Light Oofor 



Find Maximum {RGB) 



ma x^ it^ 



Cn 



Btend Light and Surface Colors 



Cf 



Shading Unit 



• t 





Commufiications to external devices (CPU, etc.) 



Ul 



